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PROGRAM DESCRIPTION 


SKILL OR STRATEGY: Higher order rules 
Identifying multiple solutions 
Scanning for clues and hints 
Making organized lists 
Examining assumptions 


GRADE: 5-12 

SUBJECT AREA 

CORRELATION: Math, Science, Computer Science 
READING LEVEL: 5th grade (for directions) 

TIME REQUIRED: Will vary with students’ ability and level 


selected (approximately 20 minutes per game) 


Because these activities are color dependent, they may present a 
problem for students who are color-blind. Teachers who field-tested 


these materials suggest pairing a color-blind student with one who 
is not. The student with normal vision can provide information as 
needed. 


HIGH WIRE LOGIC provides students with practice in the formation of higher 
order rules using Boolean logic. In order for students to form these rules, 
they must become familiar with six logic types and how to use them. 


Choose a logic type to practice: 
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In the Practice option, an example and an explanation for the logic type 
selected is given, and students are told how to enter a rule. 


AND AND 
so|ese, sh2e e. aif agg se shapes a afta 
meas apers* meas agers 


Rule: (ODTANOND ANDO FILLED! 


To fit the rule, each shape in the top 
group must be both DIAMOND AND FILLED. 


To enter arule., type the first letter 

of each mord in the rule. To enter the 

above rule. you would press ‘OD AF‘. 
Press SPACE BAR to continue SPACE BAR to continue, ‘B‘ to go0 back 


Students may then practice using the logic type as many times as desired. 


Enter a rule: 


In the Play option, students work with two sets of shapes; one set on a high 
wire and another set that falls into a net. There are four basic shapes 

(N Oot) which may be large or small, empty or filled and colored one of 
four colors (green, blue, orange or purple). The object of the game is for 
the student to write as many rules as possible that fit the shapes on the high 
wire but not the shapes in the net. Students may continue to write rules 
until their third wrong answer, or until they are unable to think of any other 
rules. The computer then shows an example of another correct rule. 


if af 


our 
Points: 3 
Answers: ft 


Enter a “rule® “70 for help 


*@° to quit entering rules. 


Students score points for each correct rule written. The more difficult the 
logic type used, the higher the point value awarded. 


Logic type Point value 


You may continue writing rules for a 
Probles until you get three wrongs. 


SPACE BAR to continue. ‘'B’° to go back 


Should the student forget the possible logic types, shapes, or attributes, a 
list is available by pressing "?." 


TRIANGLE HEXAGON DIAMOND RECTANGLE 


Lance li, o “ill” I erro 


[| Empty 
GREEN PURPLE ORANGE BLUE 
A = AND O = OR X = XOR CEXCLUSIVE ORD 


To enter word, type the first 
1 etter of the word. 


Logic types: 


OR - OR 
AND —- OR 
XOR 


HIGH WIRE LOGIC provides students with three levels of difficulty. Level 
One utilizes the first four logic types in each game. Upon completion of the 
game, students are shown their best score and the number of answers used 
to achieve that score. 


Score: 3 


v 
Points: 3 
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| Your best | 
Answers: 1 


AN Sumer s : p | 
CUUURUUUOUNDODRDOORDDORODODNUSURDOBOgEO CUOLURUAETENUUUUUULDUDDODAODONNRGEDNDDOaNODONNNOgRNNS 


‘@* to quit entering rules. Press SPACE BAR to continue 


Level Two uses the first five logic types. When play at a level is ended, in 
addition to their best score and the number of answers used to get it, 


students are shown the highest possible score for that same game and the 
number of possible answers. 


v Score: 8 
Points: J 
Answers: 2 sw 
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| Your best | 
Aan ers: 
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‘ = "@° to quit enterina rules 


AN r 


QRUCUOOROGURRROAACRCAeagaRaacgcansccggcaedccnencgccgngcancagacegagquqacgegagcggoganseauananane 
| Possible 
sunnanenneenoeneannnnsmnanntine ifn fir et Attn LS vnnanneueeneme 


Score: 46 | 


Press SPACE BAR to continue 


The computer will accept any logic type at any level, but the "highest 
possible score" shown is based on correct answers using the logic types 
specified. Because of this, at Level Two it is possible (although it never 
once happened during field-testing) to score higher than the "highest 
possible score" shown by the computer. This will only happen if the student 
uses EXCLUSIVE OR (XOR) in addition to the logic types identified as Level 
Two (AND, OR, AND-AND, OR-OR, AND-OR). 


Level Three makes use of all six logic types. The student's score and 
number of answers, as well as the highest possible score and number of 


correct answers, appear on the screen as the game is played. Both scores 
are shown after the game is completed. 


NITION ETY) 
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Score: i18 


Possible 
oints: 41 
Answers: 4 Answers: 9 
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Answers: 4 
VUODUOUUUDGRODOUOSODODDOEROLUSUTADDUGUOGAUROOREUNONNOONRODOOgRDaNORNNNOODOROROOONDODROONONS 


HOCUUORUONGAULGAAAUONGEOOUNGROREGDADOCCCOURAGDNEGCAQNOUCACEGRUCAARROCEQAdNGAGaaaguauaeguaes 
ible 


oss1 


Answers: 9 
dunuececevesnganagnnnononondnnasdnvecgnccsscectaeannsusvebtucgnnunnoncescononovensestenseste 


to quit entering rules. Press SPACE BAR to continue 


